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Today's technologies enable highly immersive experiences, such as with 360° videos. Currently, 

there are many technical advances in the virtual reality field, so these viewing formats are gaining 

more and more attention1. Particularly immersive 360° videos raise the hope of bringing great 

benefits, as they can convey authentic experiences and activities2, e.g., in realistic scientific 

environments. Therefore, these forms of visualization might help to positively change perceptions 

and attitudes about the relevance of science3, making them an exciting tool for science 

communication, for instance, regarding the safety of advanced materials. However, the effects of 

immersive technologies are not yet fully understood, and complete immersion seems not always 

to be the best approach to delivering contents4. To address this issue, part of the research project 

is to investigate the most appropriate degree of immersion for 360° videos as a science 

communication tool. 

A common way of influencing attitudes with immersive interventions involves virtually putting 

people in the role of another person (Virtual Reality Perspective Taking) so that scenarios are 

experienced from that person's perspective5. However, there is scarce research on the change of 

different points of view within a 360° video. In this regard, there have been studies using 

conventional videos: Beege et al. found that a frontal view of a lecturer produced significantly 

stronger perceived parasocial interactions and better learning outcomes than looking at a lecturer 

laterally6,7. Whether this is also applicable to immersive 360° videos and how different points of 

view have an impact on variables, such as trust in scientists, remains to be proven and is thus 

another research aspect of the project. 
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